Important Ergonomic 
Information: Repetitive 
Motion 


Some people may experience fatigue 
or discomfort after playing for a 

long time. If your hands and arms 
become tired or uncomfortable during 
gameplay, stop playing immediately 
and rest. 


If you continue to experience soreness 
or discomfort during or atter play, stop 
playing and consult your physician. 


If your hands, wrists or arms have 
been injured or strained in other 
activities, use of your system could 
aggravate the condition. As necessary, 
consult your physician before playing 
video games. 


Warning! Photosensitivity 
And Seizures 


Video games may cause a small per- 
centage of individuals to experience 
epileptic seizures or have momentary 
loss of consciousness when viewing 
certain kinds of flashing lights or pat 
terns on a television screen. Certain 
conditions may induce epileptic 
symptoms even in persons who have 
no history or seizures or epilepsy. 


If you or anyone in your family has an 
epileptic condition, consult your physi- 
cian prior to game play. 


It is recommended that parents ob- 
serve their children when their children 
play video games. If you or your 

child experiences any of the following 
symptoms: dizziness, altered vision, 
eye or muscle twitching, involuntary 
movements, loss of awareness, disori- 
entation, or convulsions, discontinue 
use immediately and consult your 
physician. 


To reduce the likelihood of a seizure 
while playing video games: 


Sit at least two feet from the screen in 
a well-lit room. 


Reduce the brightness of the screen. 


Do not play video games if you are 
tired. 


Take frequent breaks trom the games 
and look away from the screen every 
once in a while. 


Turn the game off if strange or unusual 
feelings or body jerks develop. 


Using IntelliCard” 
Collectible Game Cards 


Please follow these instructions 
caretully. 


¢ Hold your card by the edges with 
the HyperScan™ logo facing up 
and the character illustration 
face down. 


e When prompted (onscreen) position 
the rounded section of the card so 
the target area hovers directly over 
the sensor in the CENTER of the 
glowing red panel (as indicated). 
Your card should be approximately 
1/4 inch from the sensor. 


e A sound will contirm a successtul 
scan and your character will appear 
onscreen momentarily. 


e Repeat the process to scan your 
modification cards. 


During gameplay you may scan 
modification (MOD) cards to enhance 
and customize your character's 


fighting skills. 


If you scan an incorrect card you will 
hear a sound indicating that the card 
you scanned is not suitable for use at 
that particular time. 


Caring For IntelliCard” 
Game Cards 


Although the patented technology 
embedded in our IntelliCard™ Game 
Cards is quite durable, please do 
not mishandle or mistreat your cards, 
as abuse will adversely effect their 
performance. 


Handling Your HyperScan”™ 
Format Disc 


This disc is intended for use with 
HyperScan™ consoles only. 


Do not bend it, crush it, or submerge 
in liquids. 


Do not leave it in direct sunlight or 
exposed to other sources of heat. 


Keep the game disc clean. Always 
hold the disc by the edges and keep it 


in a protective sleeve when not in use. 


Clean your disc with a lintree, soft, 
dry cloth, wiping in straight lines trom 
the center to the outer edge. Never 
use solvents or abrasive cleaners on 


the disc. 


Loading Your HyperScan” 
Game Disc 


Open the console’s CD compartment 
and place the game disc, printed 
side up, into the compartment on the 
center hub. DO NOT TOUCH THE 
LENS! You may then close the com- 
partment cover. 


Screen Saver 


During periods of inactivity a 
HyperScan™ screen saver will be set 
in motion. Press any button to return to 
the main menu. 


Keep these instructions for future 
reference as they contain important 
information. 


Contents: 


| Video game disc 
6 Game cards 
1 Game instruction manual 


Please remove all components and 
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Controller Configuration 


Start - Functions as an “FORVWARD/ENTER" button. 


The green button also serves the same function. 


Pause - Press the Start button at any Select - Functions as a "BACK" 
time during your game to pause it. button or “EXIT” button. The red button 
When you are ready, use the joystick also serves the same function. 
to select “BACK TO GAME" or “EXIT 
TO MENU" and press the Green 
button/ Start button. 


Left — Run/Fly lett Blue — Secondary Attack 
Up - Climb/Fly Up Red - Defend 
Down -— Climb/Fly Down Green — Jump 


Right — Run/Fly Right Yellow — Primary Attack 


IMPORTANT! Only HyperScan™ controllers are supported by this console. The 
use of other joysticks, paddles or peripherals may cause damage to your system 
and will cause it to not function properly. 


Right Shoulder — Throw/Push Left Shoulder — Throw/Push 


Card Holder 


Right Trigger — Special Attack Left Trigger — Extra Attack (if available} 


Scanning Cards Before/After An Adventure: 


When players enter the game, they will be prompted to first scan a character 
card. Then, the players will be prompted to scan their MOD cards. Different 
MOD cards will produce various effects. The player(s) then begin their adventure. 
When the adventure is completed, the player(s) will be prompted to re-scan their 
character card(s) to upgrade them. 


NOTE: Atter winning a STORY game, the player will earn experience points for 
tuture battles by scanning that Hero's Character card. STORY cards cannot store 
the upgraded data. 


Heads Up Display (HUD) 


During fights, players will be kept 
informed of their character's ingame 
status by means of an onscreen Heads 


Up Display (HUD). Health Meter 
Next to the Character Display is a lin- 
ear health meter. Full health is indicated 
Life Counter by a full health meter. As a character 
Displays how many takes damage their health depletes. 
lives are left for the Once a character's health meter is fully 
adventure. depleted and defeated the fight is over 
for that round. 


0000 


Special Attack Scores 
In all game modes, your Hero 
is limited to three uses of his 
Character Display Special Attack. 
An image of each player|s) character Special Attack Pick-Ups 
is displayed at the left side of the Dist cnenbeiids 
HUD. Your opponent's image will ap- Marvel™ shield 
pear on the right side when he or she icon to barton 
enters the game. extra use of your 
Hero's special 
attack. 


Health Pick-Ups 
To earn a boost 
in your Hero's 
health, run across 
the FirstAid icon. 


Story 


Enter the Marvel™ Universe! A 
Universe that parallels our own except 
that, in addition to mortal beings, it is 
populated by Super Heroes, Super 
Villains, Mutants and Gods who wage 
a constant war to determine our 
ultimate fate! 


Some are outlaws. Some are saviors. 
All are legends. Now it's your turn to 
take control and lead the battle. Will 
the forces of good or evil triumph in 

the Marvel™ Universe? It's up to you. 


Game Play 


Choose your Hero, choose your oppo- 
nents and its “cataclysm” on! Players 
will face evil attacks from thugs, villains 
and bosses as they work their way 
through a wide variety of customizable 
areas and atmosphere conditions. 
Make your choices wisely-they can 
have a positive or negative effect on 
your Hero's battle performance! 


Portal: At the end of each game level 

player(s) will find a Portal. Enter the 
Portal with your Hero and 
you will be transported to the 
next level. If your Hero is not 
transported to the next level, 


you have not conquered all of your 
opponents and will have to go back, 
tind them and defeat them. 


Main Menu 


At the start of the game the player is 
presented with a Main Menu screen. 


Using the joystick, scroll up or down 
the list of options then press the 
“START” button to activate your 
selection. 


1-P Start: Follow the on-screen 
prompts to scan your Hero card. You 
can then battle using the boss, villains, 
area and atmospheres pre-selected 
by the game or follow the on-screen 
prompts to modify your game by 
selecting the large square (AREA), 
small square (ATMOSPHERE) or icons 
(VILLAINS, BOSS) and scanning ad- 
ditional MOD cards. When you are 
finished scanning, press the START 
button to begin. 


Story Card: From 1-P Start mode, 
scan a single Story card and be 
instantly swept away on a battle ad- 
venture tull of twists, turns and special 
surprises. Single player only. 


2-P Start: Allows 2 players to each 
choose their own Heroes. They can 
then scan additional MODS to choose 
the thugs, villains and boss they will 
team up to battle. It is possible, for ex 
ample, to have 2 SpiderMan Heroes 
teaming up in the same game, but 
each player must scan his or her own 
Character card. 


Options: Use the Options menu to 
enable 2nd Player Damage or view 
the game credits. 


NOTE: Enabling 2nd Player Damage 
creates a more challenging game 
because Heroes can inflict damage on 
each other as well as be damaged by 
their opponents. 


Card Status: Selecting Card Evalu- 
ation allows players to scan a game 
card and see the type of card and its 
current status. 


DELETE Controls: Selecting Controls 
allows the player to view the game 
controller layout. DELETE 


Marvel” Heroes Cards 


Character Cards 

Spider-Man 

Bitten by a radio-active spider, Peter 

j Parker assumed many of 
the powers of a spider, 
including super strength, 
wall climbing, and more. 


Captain America 

Steve Rogers is a patriot 

who was genetically modi- § 

tied to become the Ameri- | 

can super-soldier, Captain America. 
He uses his indestructible shield to fight 
for justice. 


Hulk 


B Dr. Robert Bruce Banner 
was subjected to extreme 
levels of gamma radiation. 

, He now turns into the 

near-indestructible smashing-machine, 

Hulk, whenever he becomes too 


angry. 


Thor 

From Norse mythology, Thor was 
stripped of his godlike powers and 
sent to earth to learn | 
humility. Armed with Mjok (7 

nir, Thor has superhuman y 
strength and endurance. “AN 


Wolverine 


| Wolverine has superhu- 
| man regeneration, razor 
Np sharp claws, and bones 
BF laced with adamantium. 
His awesome fighting skills make him 
a formidable opponent. 


Human Torch 

The Human Torch is a 

fun-loving member of the 

Fantastic Four. VWWhen he ‘it 
encases himself in fiery plasma, he 
can more than hold his own in a fight. 


lron Man 
We B Brilliant inventor Tony Stark 
| designed a super-suit that 

turns him into the awe- 

some Iron Man. Armed 
with super-strength and powerful 
weaponry, Iron Man can challenge 
any foe. 


Storm PF 2 
Storm is a mutant with 

supreme control over the | 
forces of weather. She ia 
punishes her enemies with gale-force 
winds and searing lightning bolts. 


Elektra 
Elektra is a deadly 
assassin who uses her sais 
Waa and her lethal martial arts 
skills to mow down her enemies. She 
has a soft spot for Daredevil, and the 
two often fight alongside one another. 


Thing 

The serious-minded Thing is the brawn 
of the Fantastic Four. His resolve in 

defeating a foe is as ; 

strong as his hide is thick. 

He can take a punch and 

keep on punching back. 


Daredevil 

As a child, Matt Murdock was 

blinded by toxic ooze. The same ooze 
boosted his other senses to 
superhuman levels, prompt 

ing him to fight crime as the 

acrobatic Daredevil. 


Boss MOD Cards 
Doctor Doom 
Me Doctor Doom is the 

brilliant and evil ruler of 
Latveria. He uses his 
ASME genius and his sorcery in 
pursuit of both world conquest and 
the destruction of his arch-rivals, the 
Fantastic Four. 


Magneto 

Magneto’s ruthless pursuit 

of mutant domination 

makes him the X-Men’‘s . a 
persistent enemy. His immense tells 
coupled with his mastery of magnetism 
makes him a powertul foe. 


Ultron 
Ultron is a powertul 
android, convinced of 
M® the superiority of machine 
over man. His great strength and pow- 
erful arsenal make him the Avengers’ 
number one foe. 


Thanos 

Thanos is a member of 

the Eternals, an advanced 

race living onthe moon, jj 

Titan. Immensely powerful ™™ 
and intelligent, he seeks the destruction 
of life in all its forms. 


Doctor Octopus 
WA The product of an experi- 
ment gone awry, Doctor 
Octopus is a powertul 
Ee enemy. The robotic arms 
sane to his torso can bend steel and 
wreak terrific mayhem. 


Baron Zemo 

Baron Zemo is a brilliant inventor 
and a master of combat. His 
repeated attempts at world 
domination make him a 

constant thorn in Captain 
America’s side. 


Villain MOD Cards 


When Eddie Brock 

came into contact with 

an alien symbiote, the 

malevolent Venom was 
born. His twisted love/hate relation- 
ship with Spiderman makes him a 
dangerous villain. 


Bullseye 

Bullseye’s pertect aim 

makes almost any object 

a lethal projectile in his 

hands. This, combined with his Olym 
pic-level physical fitness, ensures that 
Daredevil has his hands full. 


Hobgoblin 
Hobgoblin’s intellect and collection of 
bizarre weaponry combine to form 
a dangerous foe. His 
| penchant for mischief and 
# madness keeps Spider- 
Man on his toes. 


Spiral 

The six-armed assassin 

known as Spiral is a 

(usually) loyal servant of SS 

the manic alien Mojo. Her 77 
cybernetic enhancements and mystical 
powers make her an awesome killing 
machine. 


Loki 
The self-proclaimed “God of Mischief", 
Loki, is constantly trying to overthrow 
| } Asgard. His immense 
strength and magical 
powers make this brother 


of Thor a persistent pest. 


Lady Deathstrike 

The sworn enemy of Wolverine, Lady 
Deathstrike had herself cy (ita 
bernetically enhanced into jy . 

a lethal killing machine. = J 

Her speed and razorlike Es 
claws make her a worthy combatant. 


Klaw 

Klaw is a being made of pure sound. 

We is powertul sound blasts 

7H) and his brilliant scientitic 
mind help him to cause 
havoc wherever he goes. 


Whirlwind 

Whirlwind is a mutant who uses his 
superhuman speed to twist himself into 
a powertul vortex. This, 
along with his twisted mind,' 

makes him a potent enemy 

of the Avengers. 


Omega Red 
4 Omega Red possesses 
BY the ability to drain the life 
i) force from his enemies. 
| ma Combined with his 
enhanced skeleton and metallic 
tentacles, the result is a supersoldier 
beyond compare. 


Owl 

Owl's hollow bones and 

superior strength grant 

him limited flight ability. | 

He uses these in conjunction with his 
razor-sharp metal talons to thwart his 
opponenis. 


Area MOD Cards — Choose from 24 


areas to battle. 


Each area includes three fighting 
environments and can affect your 
Hero's fighting abilities positively or 
negatively, depending on his or her 
battle skills. 


Atmosphere MOD Cards — Eight 


atmospheres available. 


Choose to battle in foggy, blizzard 
or another weather condition. Each 
atmosphere type can also effect your 
Hero's fighting abilities. 


Story MOD Cards — One per Hero. 


Scan one card to embark on a com- 

plete adventure featuring your chosen 
Hero. Be prepared for special twists 

and surprises along the way! 


Rarity 

The orange marks located at the lett 
of the frame in which the descriptive 
text appears indicates the card's level 
of rarity, one mark being the most 
common and three marks being the 
least common. 


Card Number 


Gale Force Atmosphere -- MOD 
Doctor Doom Boss — MOD 
Magneto Boss —- MOD 
Ultron Boss — MOD 
Thanos Boss — MOD 
Doctor Octopus Boss — MOD 
Baron Zemo Boss — MOD 
Venom Villain — MOD 
Bullseye Villain — MOD 
Hobgoblin Villain — MOD 
Spiral Villain — MOD 
Loki Villain — MOD 
Lady Deathstrike Villain — MOD 
Klaw Villain — MOD 
Whirlwind Villain — MOD 
Omega Red Villain — MOD 
The Owl Villain — MOD 
Spider-Man Challenge Story -- MOD 
Captain America Challenge Story -- MOD 
Hulk Challenge Story -- MOD 
Thor Challenge Story -- MOD 
Wolverine Challenge Story -- MOD 
Human Torch Challenge Story -- MOD 
Iron Man Challenge Story -- MOD 
Storm Challenge Story -- MOD 
Elektra Challenge Story -- MOD 
Thing Challenge Story -- MOD 
Daredevil Challenge Story -- MOD 


Collector Card List 
MARVEL™ HEROES 


Collector Card# Title Type 
001 Spider-Man Character 
002 Captain America Character 
003 Hulk Character 
004 Thor Character 
005 Wolverine Character 
006 Human Torch Character 
007 Iron Man Character 
008 Storm Character 
009 Elektra Character 
010 Thing Character 
011 Daredevil Character 
012 Municipal Mayhem Area -- MOD 
013 Jungle Tech Area -- MOD 
014 Mount Fury Area -- MOD 
015 Space-Station Omega Area -- MOD 
016 Rat House Rumble Area -- MOD 
Dread Field Area -- MOD 
018 Techno Terrror Area -- MOD 
019 Chaos Laboratories Area -- MOD 
020 Desolation Flats Area -- MOD 
021 Target X Area -- MOD 
022 Wretched Acres Area -- MOD 
023 Back-Alley Bust Up Area -- MOD 
024 Drab Town Area -- MOD 
025 Scraps Area -- MOD 
026 Fire Island Station Area -- MOD 
027 Cavern Clash Area -- MOD 
028 Force Factor Area -- MOD 
029 Vanguard Forest Area -- MOD 
030 Mountain Meltdown Area -- MOD 
031 Wastes of Warfare Area -- MOD 
032 Last Chance Bog Area -- MOD 
033 Tunnels of Terror Area -- MOD 
034 Lightning Ridge Area -- MOD 
035 Biotronic Area -- MOD 
036 Mystery Atmosphere -- 
037 Witching Hour Atmosphere -- 
038 Thunderhead Atmosphere -- 
039 Thick Soup Atmosphere -- 
040 Snow Squall Atmosphere -- 
041 Heat Wave Atmosphere -- 
042 Below Zero Atmosphere -- 
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IMPORTANT - READ CAREFULLY: This End-User License Agreement (“EULA”) is a legal 
agreement between you (either an individual or, if purchased or otherwise ae by or 
for an entity, an entity) and Mattel, Inc. (“Mattel”) for the Mattel product that accompo- 
nies this EULA, including computer software and any associated media, printed materials, 
and documentation (“Software”). YOU AGREE TO BE BOUND BY THE TERMS OF THIS 
EULA BY OPENING THE BOX CONTAINING THE SOFTWARE OR OTHERWISE USING THE 
SOFTWARE, OR BY CLICKING THE ACCEPTANCE BUTTON ON ANY ELECTRONIC VERSION OF 
THIS EULA. IF YOU DO NOT AGREE, DO NOT USE THE SOFTWARE. 


1. GRANT OF LICENSE. So long as you comply with the terms and conditions of this 
EULA, Mattel grants you a non-exclusive, hertennedia right to use one copy of the 
Software for your personal use. All rights not granted in this EULA are retained by Mattel. 
The Software is licensed, not sold. 


2. RESTRICTIONS ON USE. You shall not: 


(a) Use the Software in a commercial manner, including, without limitation, at a gaming 
facility or similar use. 


(b) Rent, lease, license or otherwise distribute or transfer the Software or its use, except 
as set forth below. 


(c) Remove any copyright, trademark or other proprietary notices contained in the 
Software. 


(d) Export or import the software in violation of law. 


(e) Reverse engineer, disassemble, decompile or otherwise attempt to derive the source 
code for the Software, except and only to the extent that such activity is expressly 
permitted by applicable law notwithstanding this limitation. 


3. TRANSFER OF OWNERSHIP. You may make a permanent transfer of this EULA 
and Software to another end user, provided you retain no copies of the Software. This 
transfer must include all of the Software (including all component parts, the media 

and printed materials, any upgrades, and this EULA). Prior to the transfer, the end user 
receiving the Software must agree to all the EULA terms. 


4. OWNERSHIP. The Software contains copyrighted material, trademarks and other 
intellectual property that is owned by Mattel or that is provided by and belongs to third 
parties (“Third Party Providers”). Mattel and the Third Party Providers own and will retain 
all title, ownership rights and intellectual property rights in and to the Software. 


5. ADDITIONAL SOFTWARE/SERVICES. This EULA applies to updates, supple- 
ments, add-on components, or Internet-based services components, of the Software that 
Mattel may provide to you or make available to you after the date you obtain your initial 
copy of the Software, unless we provide other terms along with the update, supplement, 
add-on component, or Internet-based services component. Mattel reserves the right to 
discontinue any Internet-based services provided to you or made available to you through 
the use of the Software. 


6. TERMINATION. You may terminate this EULA by destroying all copies of the 
Software. This EULA will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of the Software and all of its 
component parts. 


7. DISCLAIMER OF WARRANTIES. Mattel makes no warranties for the Software. 


TO THE MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, MATTEL PROVIDES THE 
SOFTWARE AS IS AND WITH ALL FAULTS, AND HEREBY DISCLAIMS ALL WARRANTIES, 
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF 
NON-INFRINGEMENT, MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. NO 
REPRESENTATIONS OR WARRANTIES, REGARDLESS OF FORM, WILL BE BINDING ON OR 
OBLIGATE MATTEL. 


8. EXCLUSION OF DAMAGES; LIMITATIONS ON DAMAGES. 10 THE 
MAXIMUM EXTENT PERMITTED BY APPLICABLE LAW, IN NO EVENT SHALL MATTEL BE Ll 
ABLE FOR ANY SPECIAL, INCIDENTAL, PUNITIVE, INDIRECT, OR CONSEQUENTIAL DAMAGES 
WHATSOEVER (INCLUDING, BUT NOT LIMITED 10, DAMAGES FOR LOSS OF PROFITS OR 


CONFIDENTIAL OR OTHER INFORMATION, FOR BUSINESS INTERRUPTION, FOR PERSONAL 
INJURY, FOR LOSS OF PRIVACY, FOR FAILURE TO MEET ANY DUTY INCLUDING OF GOOD 
FAITH OR OF REASONABLE CARE, FOR NEGLIGENCE, AND FOR ANY OTHER PECUNIARY 
OR OTHER LOSS WHATSOEVER) ARISING OUT OF OR IN ANY WAY RELATED TO THE USE 
OF OR INABILITY TO USE THE SOFTWARE OR OTHERWISE UNDER OR IN CONNECTION 
WITH ANY PROVISION OF THIS EULA AND EVEN IF MATTEL HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. IN NO EVENT WILL THE TOTAL LIABILITY OF MATTEL 
RELATING TO THE SOFTWARE EXCEED THE PRICE PAID FOR THE SOFTWARE. Some States 
and countries do not allow the limitations set forth in this Section and Section 7, so those 
limitations may not apply to you. 


9. INDEMNITY. You agree to indemnify, defend and hold harmless Mattel and its 
affiliates and each of their directors, officers, shareholders, employees and agents from 
and against any damages, losses and expenses incurred by any i them arising out of or 
relating to your use or possession of the Software. 


10. INJUNCTIVE RELIEF. Because Mattel would be irreparably injured if the terms 
of this EULA were not enforced, you agree that: (a) Mattel will be entitled to seek 

and obtain, on an expedited basis from any court of competent jurisdiction, immediate 
injunctive relief to enjoin any breach or prospective taal of this EULA, and (b) you will 
not object to any ah application for injunctive relief on the grounds that Mattel’s losses 
may be compensated by monetary damages. 


1]. U.S. GOVERNMENT RESTRICTED RIGHTS. The Software has been developed 
at private expense and is provided as “Commercial Computer Software” or “restricted 
computer software.” Use, duplication and disclosure by the U.S. Government or any 
U.S. Government subcontractor is subject to subparagraph (c) (1) (ii) of the Rights in 
Technical Data and Computer Software provisions of DFARS 252.227-7013 or as set 
forth in subparagraph (c)(1) and (2) ? the Commercial Computer Software restricted 
rights provisions of FAR 52.227-19. The contractor/manufacturer is Mattel, Inc., 333 
Continental Blvd., El Segundo, CA 90245. 


12. APPLICABLE LAW. If you acquired this Software in the United States, this EULA is 
governed by the laws of the State 7 California. If you acquired this Software elsewhere, 
unless expressly prohibited by local law, this EULA is governed by the laws of the State of 
California. You i consent to the exclusive jurisdiction and venue of the state courts 
sitting in Los Angeles County, California or the federal courts in the Central District of 
California to resolve any disputes arising under this EULA. 


15. ENTIRE AGREEMENT; SEVERABILITY. This EULA (including any addendum or 
amendment to this EULA which is included with the Software) is the entire agreement 
between you and Mattel relating to the Software and they supersede all prior or 
contemporaneous oral or written communications, proposals and representations with 
respect to the Software or any other subject matter covered by this EULA. To the extent 
the terms of any Mattel policies or programs for support services conflict with the terms of 
this EULA, the terms of tis EULA shall control. If any provision of this EULA is held to be 
- invalid, unenforceable or illegal, the other provisions shall continue in full force and 
elfect. 


Be sure to visit our web site at 
www.HyperScanGamer.com for game tips, helpful hints, 
newsletters and more. 


CONSUMER INFORMATION 
Need Assistance? In the US and Canada, service.mattel. 


com or 1-800-524-8697, MF 8AM — 6PM, ET. 


K6592-0920 

© 2006 Mattel, Inc., 333 Continental Blvd., El Segundo, 
CA 90245 U.S.A. All Rights Reserved. MATTEL, HYPER- 
SCAN, INTELLICARD a associated trademarks and trade 
dress are owned by Mattel, Inc. 

MARVEL, MARVEL HEROES: TM & © 2006 Marvel 
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